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NIGHTS 

This month, the original Sonic team 
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buddy. This is the future, where all the rides are carried out in cyber- whole bag of 

space and everyone has to wear a funny space helmet thing. And no, 
this isn't just 
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PANZER DRAGOON 2 

Did you I 



for the characters from a comic series known as Arzach. We reveal just 
exactly which bits they nicked and why the original artist is so damnea 
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It's goodnight from him., 



rlsonally I can't wait for the predictably freezing night time so I can go to sleep. 
Not because I'm a lazy get or anything, but because I want to join Nights and his 
lovely Nightopians for a thousand frolics in the merry world of dreams. This might 
sound a bit sad, but that's just because you haven't seen how absolutely incredible 
Nights is yet. You know that feeling you get when you're flying in your dreams? 
Well that's what Nights is like, and anyone who's ever doubted that Team Sonic 
would recapture the glory of their Sonic heydays shouldn't just eat their words, 
they should be force fed them until they burst their guts all over the floor. In fact, 
you should stop listening to my wild-eyed ridicu- 

beforeyou go, remember that if you've got any points 
to make regarding the SATURN or our MAC, you need 
only write in and tell us. We'd love to hear from you, 
because we're sure you're all pretty and nice. 
See you next issue gamesniks, 
Rad. 




WORK HAS BEGUN ON VIRTUA COP 2 
AND FIGHTING VIPERS CONVERSIONS! 



Japanese sources have informed us that AMz have commenced work on their 
next Saturn conversions. Fighting Vipers and Virtua Cop 2. Although hardly any 
of the game has been programmed in as yet, there are some basic routines up and 
running and early work is said to be looking stunning! It's probably going to be a 
couple of months before any screenshots are available, but be prepared for some 
awesome unveiltngs come July time. By the way, the titles are both scheduled for 
release in around November, and as soon as we can bring you some shots of either 
title, you can be sure we will! 





For up to the minute VF3 news turn to coin operated NOW! 
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SATURN GETS QUAKE 

If you're one of those lucky people mho own both a console and a PC, you'll no 
doubt know that the whole PC community is currently going bananas over id's 
new title, Quake. Although it's based around the original Doom, the game has 
moved on both in terms of graphics and gameploy, featuring massively detailed 
sprites and a substantial increase on the gore counter. Luckily, the game will be 
coming to Saturn in little more than two months after the PC release and 
according to id software will be little more than a straight port form the original 
version. What's quite bizarre though is that Quake could end up on the shelves 
before the much hyped Saturn version of Doom does -which kind of makes the 
latter title a bit pointless really. Then again, if past releases are anything to go 
by, the game is bound to slip by a few weeks at least. Who knows. We just wish 
that id would release some pics of the much-hyped Saturn Doom to prove to us 
that it realty exists^. 
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FOOLED YOU? 

Hopefully, you will have noticed the recent price drop in the Saturn from £299 tc 
£249, a special offer which ran for just three weeks in April. This offer was initiated | 
to entice loads more first time machine buyers, and seeing as the £249 price tag | 
makes the Saturn £50 cheaper than the Playstation, this strategy should have been I 
hugely successful -at the time of writing, the campaign was only a couple of days 
in, so there were no figures available. However, the recent price slashing in Japan 
with the Saturn mark; was hugely successful. The new white model sold a stag- 
gering 70,000 units in just four days and is currently sold out. Obviously, with the 
new, cheaper model, Sega of Japan can afford to make staggering price cuts (the 
new machine went on sale at just £125). although it's thought that the arrival of 
the new model in the UK could spell another permanent price drop. Although you 
may have already bought a Saturn, don't be disenheartened by this news - more 
new Saturn owners means that more developers will be willing to create new titles 
for the machine, which ultimately means more choice for the consumer. As soi 
we get any firm details concerning permanent price drops, we'll let you know. 




A DESCENT CONVERSION 

Another title that seems to be keeping a bit quiet at the moment is Descent. 
however, this is still on the way and now that the Playstation version has finally hit 
the streets, the programmers can turn their full attention to the Saturn vers- 
be bringing you a full preview next month, but in the meantime, here's afe\ 
creenshots to peruse. 
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The first UK copies 
f Panzer Dragoon 2! 





IT DEPENDS ON 
YOUR VIEWPOINT 

Although EA teem to have don* very little to establish a name for themselves on the 
Saturn, they are claiming to have a whole bunch of games readying for release in the 
early summer months, among them Space Hulk (which we reported on last month) 
and Viewpoint. Already released on the Playstation, this jD shoot 'em up wai 
criticised for being Incredibly difficult and unfortunately, the action suffered from 
slowdown on tome of the level*. However, the actual game was brilliant and In addi- 
tion to the frenetic gameplay, It alto featured stunning graphics. EA have always 
prom I led that they would release this on the Saturn, but have taken the title back to 
the drawing board to work on the slowdown problems- The forthcoming Saturn 
version should be nigh-on perfect and will be arriving in just three short months. Pits 
shown here are taken from the Playstation version. 



;GA SATURN MAGAZINE'S RECOMMENDED 
TITLES ROM THE LAST THREE MONTHS 



1. SEGA RALLY 

Still doing reasonably well in the CD charts, this Is just about the ONLY racing 
game worth bothering about at the moment. 

2. ViRTUA FIGHTER 2 

Most gamers will already have this is their collection, but if by some chance you 
haven't bought it yet, do so AT ONCE! You'll be amazed at the huge leap in 



3. THUNDERHAWK 2 

Easily the best air combat game on the Satur 



nteed to have you playing 



4. FiFA '96 

May not hold up to well against forthcoming footie releases, but for now, thi: 
the best of the bunch. 

5. WiPEOUT 

Very different from the handling in Bega Rally, but still a great racing game 
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AND THEY CALLED THEM 
MATCHSTICKMEN 

Convinced that your top 31-bit titles can't be reproduced on any other system? 
Reckon it's impossible to render polygon generated sprites on a 16 bit console? 
/ell, you'd be right. Skip 16-btt. try 8-bit. Yes, 8-bit. Vou see Virtua Fighter has 
sen given the conversion treatment and will be released on the Came Gear 
sometime in summer. And it looks great. Sort of. Well, at least you can tell 
who the characters are which is an achievement in itself for the Came 
Gear. Anyway, we just thought you'd like to see it that's all. Just don't go 
rping on about the good old days, okay? 
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JEFFRY- 

Recently out on the streets of Japan w 
portrait disk collection, featuring Jeffr 
of releases aren't exactly impressive - 
mages are of high quality, the embar 
indeed. Featuring Jeffry with his boat, 
hanging around under palm trees, an 
a ninja-stylee, it's safe to say that the 
here Well, we say that, but seeing as 
complete collection, that's not strictly 
Yep. if you fancy having the all □' 
disks adorning your very own game sh 
want to own these disks in under fifte 

Send your entries to: HANG ON 
TIONS. SEGA SATURN MAGAZINE, pr 
1 ondon EClR 3AU, by June 30th. 


artr 
byt 

\s\ 

the 
elf 

Th 

ory 


he latest two additions to the CC 
4 Kage. We have to say that this batch 
ough the picture quality and actual 
ng "special effects'' are very poor 

le sea. in the sea, killing sharks. 

h Kage doing much the same, but in 

will never appear in any form over 
E giving you the chance to win the 

se quite nice but ultimately useless 
hen as usual, simply tell us why you 

AT'S NOT LIKE THE USUAL QUES- 
Court, 30-31 Farrlngdon Lane, 



Seen the light 

Having finally seen the light, although unfortunately not as far as their own 
doomed console is concerned. Philips have taken the decision to publish on the 
Saturn. First up for release is the highly acclaimed Burn Cycle, a futuristic 
adventure featuring a man on a mission to uncover the reasons behind his own 
murder (see page 14 for more info). They're also releasing OAD a couple of months 
after Bum Cycle and by Christmas should have a whole portfolio of titles 
announced. Moie 






™ 


5EGA SATUflN INEW 


;s:J: 


^ s 


:: 


lis--' 


s % 


1 a Packing >l cosl - fro 


SOp per gams 












p^t 


The Game Addicts Company 




^1 




F For N UEaO &lma?^i?'ot" 440' WO '- 9aST- s'oCpSTMon^af ' 


'ei 















rrarn 




HMV CHARTS ,/-% 

Week endngApri 1st, 1996 **" 


ift^*-" 




Title 


By 






















4 


Battle Arena Tohshinden 


Sega 


5 


Sega Rally 


Sega 


6 


D 


Acclaim 


7 


F-1 Challenge 


Sega 


8 


Virtua Fighter 2 


Sega 


9 


DaytonaUSA 


Sega 
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Mystaria: Realms of Lore 


Sega 
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Street Fighter Alpha 


Virgin 


Wipeout 


Sega 




Magic Carpet 


Bullfrog 
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X-Men: Children of the Atom 


Acclaim 




Sega Rally 


Sega 




King of Fighters 95 


SNK 


Baku Baku Animal 


Sega 
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Firestorm 


Core Design 


ma 96 


EA 




Hang on 


Sega 


Worms 


Ocean 


Daytona 


Sega 


Digital PinbaB 


Sega 


Virtua Fighter 


Sega 



ALIEN TRILOGY 
IS COMING! 

If you're worried at the distinct lack of Alien trilogy coverage in the last few 
months, don't be too disheartened - the Saturn version is on the way and shots 
should be appearing soon. The reason that nothing has been shown on the game 
so far is that developers Probe are busy adding more to the gameplay - more 
levels, better graphics and more impressive special effects. And before you go 
thinking "yeah sure, I've heard all that before", it's truel Probe could simply port 
the code straight across to the Saturn but are determined to bring a much better 
game to all Saturn owners. So for once, you'll do better out of waiting an extra 
couple of monthsl 




If you would tike to see your chart features, send in your top ten to READER CHARTS, 
SECA SATURN MAGAZINE, PRIORY COURT, 30-32 FARRINGDON LANE, LONDON EClR 
3AU. Anyone who has their charts printed will receive a game for their troubles! 
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Now that Gremlin have their Saturn release plan up and running, they already have a host of games almost complete - most 
of them should be out within the next couple of months, and among them are a couple of top releases. 
For everyone else though, things are a bit quiet. However, take solace in the fact that Sega have a whole bunch of A + titles on 
the way for the next few months - for a sneak peek of things to come, take a look a the Nights showcase on page 30! 





SLIPSTREAM 



Did you think that Wipeout was the first game to attempt to put 
into the future? Well, you'd be pretty stupid if you did, because Cyber 
Speedway was out last year and even though it was crap, it wojset in the future. 
But futuristic racing games stretch back even further than the ultimately doomed 
Cyber Speedway. 

Early last year Gremlin developed a futuristic racer for the PC called 



Slipstre 



although 
Slipstrear 
appearan 



Nicking much from Japanese style animation, a variety of kooky crazy 
ine up in their special future mobiles to race in a number of different 
ranging from rainforests to glaciers. It all looks quite good 
ccess in the light of top titles such as Wipeout may be fairly 
been signed up for a definite release in Japan, although an 
■r here is still being discussed 
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See, it is Ike Wipeout. In a funny kind of way, 
admittedly. 



in take control of a super-fast space ship and races take place In mythical space-like 
irrnundlngs. But don't ask me what those credit cards are for, because I don't know. 




GEARS ANDJH1IS 



another Gremlin release announcement this month, although this time it's 
original title and not a conversion from another console. Gears and Guts is 
basically a Super Off Road Racer for the nineties, which means that you'll b( 
treated to some brilliant graphics a 

There's not much Information available for the actual levels at the 
probably because they haven't been created yet, but 
the tracks will feature realistic texture mapping and each car 
will feature different suspension -actually, each wheel of 
each car will feature a different suspension. 

Anyway, as we said, not much to see of this one yet, 
but as this is a completely original title, you can expect to 
see a much more up to date style of game than the mass 




because It's only about W% complete. 
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* that the CDi isn't doing too well (actually, it's never done too well), Philips 
; looking further afield for their future game releases. The initial result of 
hat their full portfolio of games will be released on both Playstation and 
in the third quarter of this year. 

The first release to hit the shelves will be Burn Cycle, Philips' most acclaimed 
date, which features a futuristic cyber-guy who has two hours to solve his 

mpending murde' Featuring film cuts and some of the most involving puzzle 

1 ever seen on the CDi (not exactly hard) this is bound to be a hit on Saturn 

fast paced and really good fun Expect to see 

Philips title; such asQAD (Quintessential art ■ 

uction) following a couple of months after. 




icr cyber babe who may or may not help you on your 
quest. It all depends what sort of mood she's in you see. 




st modern nightclubs. Well, familiar 
ie him propping up the bar. 



an abundance of busty b; 
Hashing powder advert. 



s in this game. This one appears lo be parti cipat- 
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So far, Saturn owners haven't been too lucky when 
conversions - sure, there's been plenty of titles released, but 
of them have been just about average and nothing 
it's not as if any console has been treated to a top golf si m of 

of them just seem to be poor PGA rip offs. But 
with any luck, that's all about to change when Gremlin 
release Actua Golf on the Saturn in a couple of 
Already out on the Playstation, Actua Golf is probably o 
of the only titles that holds any acclaim at the moment, 
receiving 90+ review marks across almost all magazine- 
The Saturn version will be a straight port of existin 
PC arid PSX versions and as such will feature incredibly 
detailed graphics, multi-angled viewing and multiple 
replays too. And, in addition to plenty of top golfing action, thi 
action is all commentated by legendary golf personality Peter 
{ask your dad), which in theory at least makes the 
mg. Gremlin are making fairly quick progress with this one, 
luck, a review should make its way into the mag within the 
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1 leardof Duke Nukem? Well, this brillia 


it jD hack 'em up is 


Pi doing the rounds on the PC at the mo 


lent and has received 


uite a lot of positive press from most PC n 


ags. Unfortunately, 


here's no news of Duke coming to Saturn, 


>ut Exhumed, a hack 'em 


p using the same engine as Duke Nukem 


is being converted. So 



nat's alright then. 

Luckily, despite using the same game engine, the title's plot is 
ery different indeed Set in Egypt (ancient Egypt that is) the object is 
to pillage Pharoah's tombs whilst battling against supernatural 
forces which are determined to keep the tombs sacred Luckily, there's still plenty 
of gore, something of a necessity for these types of games and there's loads of 
brain bashing mazes to manoeuvre too. Unfortunately . there's no playable version 
available as yet. but BMC are hoping to receive a playable UK version within the 
next couple of months. 




ber any gory monsters 
tombs and mauling intrapid espli 
I've been watching the wrong programs on TV. 
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In last months issue we mentioned the arrival of 
the much anticipated Virtua Fighter 3. Since then 
we've heard quite a bit more about the game, 
including its latest competitor Aoi. Sit back and let 
your jaw drop at this amazing arcade beat 'em up. 
More next month! 



VIRTUA FIGHTER 3 IS FULLY REVEALED! 

Although we brought you the first news of VFj last month, we're pleased to repo 
that the game has come on in leaps and bounds in just four weeks. Several chara 
ters are now moving and some can even perform their fighting routines. The run 
ning demos shown to Japanese press were confirmed to be running off the new 
model 3 technology, and with the use of this new board, Sega will be making hut 
leaps in the appearance and payability of their already top-of-the-range arcade 
machines. Basically, if you're into arcade games. Model j is going to change your 



AM2'S SHOCK ANNOUNCEMENT! 

Why is it going to change your life? Well, the answer is both horrendously compli- 
cated yet astoundingly simple There's millions of technical explanations for the 
groundbreaking visuals of VF3, but all you need to know is that this is the 
smoothest, most visually stunning game EVER seen Cone Is the jerkiness of yes- 
teryear as arcade boards struggled to cope with zooming effects Instead, there's 
supersmooth movement from every angle with hugely detailed faces and complete 
fluid movement in all the characters. Believe us, there is absolutely NO WAV that 
any other arcade developer can touch this at the moment. 

However what's proabably more interesting is the announcement that AMz 
are still to put the texture mapping on to the characters. Vep, all the demos seen s: 
farfeaturezerotexture mapping -instead the characters were created using a 
build up of polygons and Model 3's glow shading feature. Blimey Imagine what it's 
going to look like when it's finished! 




THE LOW DOWN 
ON MODEL 3 



1 polygon* par iMond 
60 milon pUala per second 
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I've just realised who Ac 

*'. Having given up 
grown tired of her late night sen-chat show, 
she's decided to get rucking with the VF crew. 




of the moves that Aoi is capable 
ike a home-styled form of karate. 




IN TONIGHT'S MATCHUP... 



a few changes I 



e. Here's 



AOI: Not much information was released concerning the latest member of 

the VF family, Aoi. All that Mr Suzuki would give away was that when Steven 
Spielberg (Yes, THAT Stephen Spielberg) recently visited AMi's Tokyo office to 
see her. all he could say was, "Wow!" as he was completely gobsmacked! I 

JACKY: Jacky will remain very similar to the way he has appeared in previ- 
ous VF games, although there will be much more detail on his face and clothes 

PAIl Pai seems to have matured substantially since the last VF game! Her 
facial features have become more pronounced, resulting in an older look. 

LAU: h 






u is pretty much the same a! 



i. He will look the s; 



JEFFERY: leflery will look similar to the way he does on the latest CC disc 
(see news) and it has to be admitted, the detail is amazing. If you try to imag- 
ine the still pictures of the disc in an 
you're half way there. 

DURAL: in a recent interview in a 

publication, the creators of the CG di 

"that the graphics on the di 

for the future ofVF series". 

to be so, especially in 

of Dural The llghtin] 

effects on the CG dis. 

into the game but AM2 
are not giving much away, 
anybody is interested in the Di 
CG disc, it will be on sale (import) 
from the 31st of March 



Dffig 
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Dural, a fan of Madness and the ska groove, 

likes to go for the old school two-tone.. Roses style 1 



to the classic Man 
baggy clobber. Sorted, 
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eath. The undiscovered country. And 
lemming;, it; most avid explorers. 
Together they make a really lifeless 
team, ready to do whatever it takes 
to achieve a state of non-being. As 
fun as this might be to watch and as 
admirable as their instinct for collective sacrifice may 
appear, you are nevertheless required to thwart them 
from heaving forth the daisies, and ensure they are 
all returned to their homes safe and sound. 

Such a task had been frustrating and infuriating 
Lemmings devotees for years now and it doesn't look lite 
Saturn owners are likely to escape, in fact for them, things 
could be even worse Rather than your regular zD 
Lemmings where the little fur balls move flatly across the 
screen left and right, the 32 bit console world is treated to a 
further dimension just to make things more confusing. 3D 
Lemmings retains all of the principles that went to make 

££ In 3D the suicidal rodents can 

I wander back and forth into 
danger, as well as left and right, not to 
mention the fact that in a 3D 
ment it's much easier to lose 
track of where they all are. 

the game such an addictive success in the past, but turns 
up the heat by forcing players to think in 3D. This might 
not seem like such a big deal, but remember that in 
3D the suicidal rodents can wander back and 
forth into danger, as well as left and right, not I 
mention the fact that in a 3D environment its 
much easier to lose track of where they all are 
The roles that you have the omnipotent 
power to bestow upon the Lemmings 
are largely unaltered from previous 
games. Among them are builders 
who can bridge any death-inducrng 
chasms, blockers to keep them all in a 
tidy pack, diggers for tunnel ing unck'i 
ob|ects that cannot be traversed any 
other way and so on. There are also a 1 
tasks that can be assigned to your 
lemming will alter the direction left or right 
how they are instructed. This 



Thought you'd seen the back of them did you? Ha! Ha! Ha! No! 
] They're back, and they're more irritating than ever. This time 
their suicidal exploits take them into 3D territory. Get those 
green wigs on. 

BN 
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eye- 



?rythfng's now in 3D. Another new role is 'virtual' lem- 

This is where the player actually gets a lemming- 

• of the proceedings enabling them to study 







problems up close and see just where he and his chur 
are encountering certain death situations. 

The 3D element also means that the control 
method has altered somewhat Players now have to 
get to grips with revolving camera perspectives situat- 
ed at three different heights, taking In the entire 
structure of the arduous and confusing terra ins. 
3D Lemmings features four different 
standards: fun, tricky, taxing and mayhem. 
Additionally, there is a practice feature which 
gives players the opportunity to try out all 
of the different lemming roles in simple 
demonstration puzzles. 

Lemmings has had a habit of mak- 
ing almost as many enemies as fans. It's 
the kind of game that tends to induce 
extreme reactions in people, especially 
■vricr. they spend hours trying and failing at a 
particular puzzle. But those with knack for this 
Ind of game should beware because this is shaping 
p to be the most addictive in the I 




When the lemmings get across the bridge you'll want to organ- 
t they go left. The numbers under the 



4&> lemming icons tell you how many you 
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When you're Inside buildings you'll have to 
spend quite some time as a virtual lemming in 
order to figure things out. 



Old style Lemmings? You can kiss all that goodbye. With all this 3D business, 
each of the lemming roles looks much more impressive. The builder these days Is 
' *<j$ so good that his platforms are somehow a nti -gravitational. It's the future you 

Gt#&r»**wi offifci'iv&dat ^^.1^™*! 
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| f you're someone who frequents book 
es you may have come across 

I Terry Pratchett's Discworld books. 

| They all have colourful cartoon covers 
nd there are loads of them lined up 
n the shelves. They use a sort of 
sixth form hobbyist kind of humour which is full of 
lots of clever puns and ironic twists and not really all 
that funny. Discworld, the place, is a universe sealed 
in a dome and propped up on the back of a cosmic 
turtle. It's with this kind of wackiness in mind that 
you begin your adventure a; Rincewind, the wizard 
apprentice, who has to prove his abilities by ridding 
the Discworld city of a dragon that's been terrorising 
the populace. This might seem simple enough, but 
setting off from the university it quickly becomes 
apparent that the quirky behaviour of the Arch 
Chancellor alone means this Is going to be a more 
than complicated task to accomplish. 

££ As you move further and 

I further into Discworld, the 
surreal nature of things begins to 
make itself more apparent, what with 
dragons existing only to those 
who believe in them.. 

Nevertheless it all makes for the fertile RPG terri- 
tory that ensues, involving hundreds of different char- 
acters and not a few puzzles that spread right across 
the diverse mediaeval city To maintain the humour, a 
lot of the characters have famous voices accompany- 
ing them. Rincewind is played by Eric Idle of Monty 
Python fame and there's also the likes of Tony 
Robinson [Baldrick) and Jon Pertwee (Dr. Who) pop- 
ping up to play a variety of voices throughout the 
game. There is a lot of dialogue in Discworld, most of 
which uses the Terry Pratchett style to full effect. To 
progress through the game you're going to have to lis- 
ten closely. The clues characters offer are often cryptic 
and you'll also need to weigh them up against the 



w 



Psygnosis are going for the hatrick. After WipEout and 
Destruction Derby they're changing the pace a bit with 
Discworld. Take your foot off the accelerator and prepare to 
don a wizards robes in this in-depth RPG that takes you into the 
bizarre world of one Terry Pratchett. 




kind of person it !■ 
actually speaking 

is why Rincewind 
a number of speaking 

people. If he is finding 
someone a bit obnoxious 
he can go for an angry 
tone of voice, or if he 
wants to get hold of 
some info he can greet 
them jovially and goon 
to ask a question. 

As you move further 
and further into 
Discworld, the surreal 
nature of things begins 
to make itself 
apparent, what with 
dragons existing only to 

those who believe in them, secret Masonic lodges, 
and the miracle of time travel being discovered in the 
university library. At Rincewind's side through all this 
is his faithful companion, a luggage chest that thinks 
it's a dog. In it's tardis-like innards he keeps the many 
things he collects on his travels. 

Discworld first put in an appearance on the PC 
where you'd think its in-depth RPC style would be 
most at home. Its conversion to the PlayStation how- 
ever proved that there were enough console types out 
there who liked the Idea of it. and whether you're a 
fan of the books or not, the epic size and complexity 
of the game is bound to attract a following on the 
Saturn. This will be the third Psygr 
in recent days following on the heels of WipEout and 
Destruction Derby. Different as Discworld is. they'll be 
hoping for as devoted a following as these 
have acquired. 



Rincewind stands in 
here that his adventure bi 
magic spell to open the ui 
that, the whole mystery or 
promise of riches, fame ai 
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Arrival of the wacky Psygnosis RPG. 




n In the purple is in possession of a staff that Rlncewind wa 


its toga 


round the broom it becomes a simple matter of swapping on 


for the 


are happy to stop and chat and doing so is vital for useful 


dm. 



The monkey in the library Is the librarian. It is 
also the start of a long running joke In 
Discworld about a donkey cart or something. 
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SPORTS SIM 




e Hockey is not the 
;ind of Sport you tend 
o think a 



r approaches. Water 

I skiing and tennis 

1 maybe but not ice hock- 
ey. In fact, ice hockey isn't a sport we in 
Britain tend to think much about any- 
way. Attitudes towards it tend to be the 
same as those for British basketball ie. 
we're crap at it so who cares. Sports 
sims though are a different story. Ice 
hockey has always been popular on the 
Megadrive. what with EA's annual 
series among others. As a game it's an 
excellent opportunity to get involved in 
some full-scale rucks and show a bit of 
skill at the same time. Sega's NHL 
Hockey is the only ice hockey sim to put 
in an appearance on the Saturn as yet. 
It earned a fairly respectable 78K in 
Issue 1 of Sega Saturn Magazine. 
Competition arrives in the shape of Powerplay 
Hockey from Virgin. Like NHL, 

££ Powerplay Hockey makes the 
I ■ most of the latest technology 
on offer, using advanced motion cap- 
ture to make the action as ■ ■ 
realistic as possible ir? 

official endorsement meaning that all of the genuine 
American hockey teams and players are included, 
along with the traditionally epic range of 
won't know who any of them are of course but that 
beside the point. 

Powerplay Hockey m 
technology on offer, using 

to make the action as realistic as possible - all of the 
player's moves are derived from actual film footage. I 
real terms this means that the characters slide and 
glide with just the right inertia and the animation of 
shooting, turning, running etc. is precision itself. To 
make the game logic as intelligent as the graphics an 
slick, Virgin have employed sophisticated Al (artificial 
intelligence) that adjusts players to every possible sit- 
uation, be it an attack on the break, a frantic defence 
of goal or even a ruck. 

There are a variety of modes in which to play 
the game You'll probably want to start off in 
coaching mode which allows you to organise 
line up and tactics that suit you best There ar 
other modes to choose from; head-to-head, pi 
son, full season, playoffs and a world 
where players actually get to control Internati 
al sides. Needless to say, there is the all- 
important replay facility w 

through 360' enabling you to watch the action at 
angle in order to clear up those arguments about 



J It is one of the eternal mysteries. A sport that in this country 
2 has about as much popularity as small bore rifle shooting, yet 

seems to attract many followers as a sports sim. Yes, that's 

right! It's ice hockey! 

- %\ 
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The revival of rock opera Tommy could see a resurgence in the 
popularity of 70s arcade staple pinball. Let's hope it doesn't 
mark an upturn for rock operas in general though. They're crap. 




limey, isn't the future exciting? One 
day we'll all inhabit run-down 
chaotic cities run by corrupt govern- 
ments and organised criminals. 



?adof I 



,/i.i. 



I McDonalds or gutting fish we'll all 
have to survive on the very margins of society, 
dealing in stolen data and cyber-weaponry. No 
more going down to the shops for us in the year 

motorbike and shoot the police as we bomb down 
to meet our shadowy contact who'll supply us with 
twenty Bennies, a box of matches and a Pot 
Noodle. And computer games will be so ultra-real- 
istic they'll be indistinguishable from real life, just 
like Pro Pinball -The Web. 

Right now, of course. Pro Pinball just looks like 

££ The plot of The Web concerns 

I a ruthless cyber-f uture 
where you, the ball, struggle against 
the forces of fate to survive. 
Cowabunga! 

sim - but In the future, when I 

pie will be amazed by how much like thei 

fraught lives the events depicted in Pro Pinball are. 

For the plot of The Web (insofar as pinball 
games are allowed plots] concerns a ruthless cyber- 
future where you, the ball, struggle against the 
forces of fate jie bonus ramps and dot matrix 
games) to survive. Pro Pinball reflects the futility of 
such a struggle with its scoring system - no matter 
how many points you get you lose all your lives in 

lightened dark age people are 
interested in what the mechanics of a 



ety which created it. So we'd better ta 
to explain the rudiments of the title. Bas 
Pinball is, as the name may have given at 
ball game. But it's no ordinary pinball gai 
crikey no, it's a pinball simulator 
instead of boring old 2D sprite graphics anc 
scrolling table, it's a beautifully engineered 

mapped and everything. Because it's a 3D model, i 
also means you can take your pick from a number 
of different table views, to suit your playing mood. 
If you'd like to see close-up so you can read all the 
bonuses and stuff you're perfectly wt 
you'd like a further out. more acute (or flatter) 
angle of perception, you're equally well catered for. 
Heck, it's depth even shows in the reflections on 
your steely ball, that's how finely crafted it is. 

As if that isn't enough Pro Pinball is equipped. 
just like any decent modern pin table, with a dot 
matrix display in the backbi 
the familiar dot matrix scoreboards of yester- 
month, these new fangled inventions also display 
one-colour graphics in their grid- 
does this give you graphical incentive and repre- 
sentation of the various sub-games (knock down 
drop targets to destroy enemies and so forth), it 
also gives rise to rudimentary mini-games using 
the left and right flippers to aim guns (or whatev- 
er) as the ball takes a well-earned rest. 

The screenshots in this preview attest to the 
quality of Pro Pinballs visuals, and the title causec 
a minor stir upon its PC 
it's a wee smidge too early to judge 
to play. There's only one table, which is unu 
computer pinball tables these days, but it's 
ously taken a lot of work to produce. Only ti 




This is a scary woman from the future. She's get the power or 
the Internet in her hands. Quake, mortal! Actually, she looks 
just like someone we used to work with who Rob fancied. 
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You'll need balls of steel to play this 




les. Light power. Hmmm. Very interesting. 
From the darkness. Comes light power. Well 
dene chaps. Yes. 
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PIN THE CITY 

The music for Pro PinbaH may be of interest to fans of ageing punit bands.lt 
was in fact written by Bruce Foxton (ex-TheJam)and Jake Burns (ex-Stiff Little 
Fingers). Both are avid games players who hope they have "freed one more 
game from the tyranny of the Spectrum style beep beep beep" (yes. they really 
did say that! Paul Weller was sadly unavailable for comment. 



This Is the table Itself In all its glory. As you can see. it looks lovely. But it doesn't scroll or any- 
thing so it makes dull screenshots. It looks better In real life, honest. 




Ooh! It's a scary spider! Spiders still exist in 
the Future, because they're radioactive proof. 
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PRIORY COURT. 30*32 FARRiNGDON LANE. LONDON. EC1R 3AU. Utters intended t 
later than about tea time someday. 




CLAIRVOYANT MAN 
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RETIRED COLONEL 
WRITES 
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> fun. It's nicked jnd I had to keep playing until I did it. 

" or UFOs on the replay -please tell r 



HELLO! I'M WRONG! 



>player link-up mode? 

Thirdly, why don't Sega and Sony make an adaptor for the link-up cables so you 
a two-player link-up game, only with 



u should Iry it with the Arcade Racer, 

WHY I'M A RENT BOY 

(HA HA) 



mmm 



HI 



wm 










mm 



S*W 



\m 



W 



Ne»t time you want to write something 
~&r sensible, try reading your letter before 
sending it In. Of course, the only piece of hard- 
wafe needed to allow PlayStation and Saturn 
games, coded completely differently for utterly 
separate chip architectures, is a bit of wife to 
join their link-up cables together. Brilliant! Why 
didn't we think of that! And why not spend 
about three hundred years re- programming all the Sonic games to make extra 
bonuses for a beat 'em up! Of coursel Cod Andre, you're a genius. 



LET ME TAKE YOU BY THE HAND AND 
\D YOU THROUGH THE 

STREETS OF RAGE 
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NICE TRY 



9m 



SEE 



MB*» 



«^ 



cartridges; 

happy. Or are Sega perhaps afraid 

might be a little too close to {or maybe 



, Bromley Great Place, leedi, W Yorki. 



. We're sure Sega would low to comment on what's a pretty popular subject 
-&? around SATURN MAC. But our mate Mart was out of the office when we 
rang to ask him, so you'll have to wait until next month when he'll be back. 
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Great philosophers through the ages 

agree that questions are far more important than 
answers. Wisest is s/he who knows that they do not 
know. Well, we're not all that wise so we've got plenty of 
answers to your questions, large and small. This month 
Sega's very own Mark Maslowicz, the guru on what goes 
down in Sega Europe, does the answering. Keep up the 
questioning and send them to THE BlG WHY, Q AND A. 
SEGA SATURN MAGAZINE. PRIORY COURT. 30-32 FARRING- 
DON LANE. LONDON EC1R 3AU. 



MK3 FANATIC 


don't know. 6 Euro '96, Ultimate MK3. WipEout. Magic 




THE LOVER 


DEAR SSM, 


Carpet. 


DEAR SEGA SATURN MAC 


Please could you answer my questions. 




Vour mag is 


ace and 1 love you ail. Please, please, 


l. When will Ultimate mortal Kombat 3 be 




please ansv 


,er my questions. 


released on the Saturn and will you do a brilliant 


A BIG QUESTION 




leen looking for a copy of X-Men every- 


players guide? 


HELLO SSM 


where and 


can't find it. is it actually out yet? If it is. 


2. Are these games coming out on the Saturn: 


Please could you answer this one big question. 


Where's my 


best chance of getting hold of a copy? 


Doom 2. Marvel Super Heroes, Resident Evil, 


i. My friend buys a different magazine to me 




v all that WipEout gear in your last issue 


Syndicate Wars and Virtua Cop 2. 


(C&VCI and he tells me that on the Saturn machine 


and 1 was wondering where 1 might be able to get 


3. Can the Saturn handle transparent polygons 


there's a hidden game. All you have to do is play 


hold of one 


oftheT-shirt5? 


because on WipEout the shields ate crap. 


either Daytona (which I've got and love]. Clockwork 


3. I've 


loticed that the PlayStation has been 


4. WIN Virtua Fighter 3 be released on the 


Knight or Victory Goal on the Saturn C/D screen all 


treated to t 


its of old classics on CD like Namco's 


Saturn and do you think it could handle a decent 


the way through, moving the music pitch left and 




id Williams' collection. Is there anything 


conversion? 


right every five seconds. 1 did this twice tak- 




similar intended for the Saturn? 


5. Can you be Noob Saibot and the original 


ing 39 minutes each time and nothing <^^^H 




1 4. In the last issue you showcased 


Smoke in Saturn MK3? 


happened. Is this true? And If so, could you . 




L King of Fighters and explained that it 


6. How do you do Lui's 13 hit combo as the 


print an idiot guide to do it because 1 ^^^^H 




^^^ comes with an extra cartridge. 


largest 1 can do is a six hit? 


can't get it to work. It's meant to tr ^^^^F^ 




^^k Does that mean that there 


7. Vour first cover disk was brilliant. What games 


shooting game _^^^H rfMBs 


k S 


^^V could be games coming out that 


will you put on your next one? 


Thankyou SSM. ^^^^f _*^44^rx 


^V ire even better like for instance, a 


(Name and address not supplied. Tut tut.) 
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^H cartridge that stores more polygon 


&^£^x££!%£Z££ 


^^^^^ 




^B amazing Sonic game with that 






^^M extra memory surely! 


already finding way! around the current problem. 4 No 




Pete Kenner, Kirby Beedon. 




DAYTON UT 

DEAR SEGA SATURN MAG 

i. Please tell me, 15 it true that Daytona is going to be 
'remixed' as it says in Saturn*, the unofficial mag? I 
will only believe this if it is in your official mag. So 
please tell me I beg you. Is Daytona going to be 
remixed so it looks as good as Sega Rally, full screen, 
no clipping? Please tell me if It's true or not. If so, 
when will it be available to buy? Are Sega doing the 
right thing at last, they will be fools not to Please tell 
me Please print a statement saying whether or not 
Daytona is going to get a second chance Please 
Please Please. Tell me. 

Chris, Scarborough. 



th is the date we've got. ; Read the 
ie dear boyl 3 Yes - there are plans to 
Space Harrier and Afterburner to name 

be decided. 4 No plans at the moment 
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tsfora 






J'ADORE LE FOOTBALL 

DEAR 5ATURN MAG, 

i. Which football game looks most impressive 
on the Saturn? 

2. Should I buy WipEout or wait for ManxTT? 

3. Are there any tennis games planned for the 
Saturn? 

4. Should I buy Ultimate MK3 or X-Men? 

5. When will Scorcher be released? 

6. Please put these games in order: Euro '96, 
WipEout. Magic Carpet and Ultimate MK3 

Thanks foryour help and keep up the good 
work on the mag. 

Gareth lacobuici. Ipswich. Suffolk. 



TECHNO HEAD 

DEAR SEGA SATURN MAGAZINE 

1 Will Sega be bringing an art package out fi 
Saturn because I think it has good potential forth 

2. My friend says the PlayStation has a bet 1 
sound chip than the Saturn, Is this true? 

3 Will Sega be bringing out a music pack f 
the Saturn where you can construct your own ti 

4. If I get the words Sega Saturn tatooed 
arse cheeks and go into the pub and show ever) 
would you give me £2000 

Neil Hughes, Rughy, Warwicl 
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OUT NOW 
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CAPCOM 



SHOWCASEI NIGHTS 



9, 




t quiet from o: Team Sonic iVhe last yea 
the last eighteen months So what have they H ftn-.^iffllr im loafing 
>ingjack at Sega's expense Well, as RA ^Ti^!ll" happens 
best games you've ever seen in your life 



THE STORY SO FAR... 



SHOWCASE 
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They're spending a 
aught up in the 



■ a young life. Similarly I 
s of age, who's absolutely bricking hej kec 

' ' :'s itching to star 
are, and so can't help but get 



Wiseman was created, by whom is not our questi. 




V 






are, apparently, designed to force 



i giving u 
that's not what Nigh 



Nightopia, exist only to 
have fun and make us 
happy they' 



, on a slow day, a 5L r -. , 

1 as Nights. But Nights, 
ans, loves freedom ar 




nalities, such as intelligence ai 

ghtopia as glowing balls of light (although we Can ■ 
'" - s to Nightopia in possession of all five 
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IT FEELS SO COOL 



like Sonic, it's the abilities of the primo character that gives the 
game its distinct style and feel. It's kind of weird describing how Nights 
feels to play - the closest verbal depiction I've heard from anyone is that it's 
like a cross between Sonic and fcco. Nights moves quickly and with great 
fluidity through the air, twisting and looping in rapid but extremely smooth 
response to the joypad commands. All sorts of aerobatics are possible, 
especially when nights makes use of his environment, s 1 
fly out of the screen (but not actually ouf of the screen - that'd be magic), 
or parallel bars to swing through multiple loops. The attack system has also 
been built in beautifully- making this one of the most instinctive control 
methods I've ever encountered, but also one of the most versatile. 




Hip 



HERE COMES THE SUN 
(DOOPDOODOO) 

'ing no energy bar, only one thing can stand in the way of Nights' 
quest of the Nightmareans - daybreak. Once the sun starts a-shinin' 
through his young aide's window they'll wake up and leave the dream 
arid, unless they try very hard to stay asleep. Nights reproduces this 
effect by having the crack of dawn, a thin stream of light, follow your 
character around each level. As time marches on the stream widens and 
speeds up, making it harder and harder to avoid. More fun than a time 
limit for sure, but not as forgiving either. 






HOW IT'S PLAYED 

There's a procedure to playing Nights which 
could easily sound as complicated as the plot 
Well it isn't, but we'll try and make it as tin 
for you as possible. 

STEP1 

Choose your character, Elliot or Claris. Gil 
might feel more at home picking Claris, 
although perhaps the lads might benefit 
empathically from playing the girl and 
ing a mile in her shoes. This might not 
sound important, but each character h, 
bunch of levels specific to them, so yoi 
choice of sleeper has a very real outco 



STEP 2 




Follow the arrow to Nights' prison. Hop right 
into the prison, and meld with Nights to 
receive full flying power and complete 
freedom of the level. Now whizz off into the 
distance to retrieve all the ideyas and fight 
all of the children;' nightmares! 



STEP 3 



Use Nights to collect little power orbs. Not 
exactly sure what these are yet. but they're 
important. Once you've nabbed a load of 
them, head to the floating green balloon 
platform, in which an Ideya is imprisoned. 
Jump onto it and, providing you've got 
enough power orbs, the ideya is released. 



STEP 4 



Use Nights to defeat the boss whose lair 
you're transported to automatically once 
five Ideya have been collected. The night 
mare is over. Move on to the next nightt 
and repeat steps 1-4. 
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STAR WARS 



Nights, funky Nightopian/Nightmarean hybrid that he is, has a groovy 
trail of stars following his every move. These aren't just for di 
like the sleepy equivalent of front spoilers or furry dice, they're actually a 
I deadly weapon. The stars themselves, in the manner of fertiliser and 
sand, are harmless - but put them together and it's bango. Should Nights 
wish to banish an enemy or 
collect a large number of items 




PUT ME TO BED 



ireviously mentioned, Nights is pretty much invincible. So 
you'd think the bosses would be a piece of cake. But this Isn't so. 
Each boss is like a strange new puzzle, with a specific method to , 
their demise, it's up to the player to work this out and then imple- 
ment the design, which is nowhere near as easy as it sound. It could 
mean throwing a big fat bouncing bail-woman through a maze of fences, 
for instance, which I certainly wouldn't like to spend my Saturday doing. 



SHOWCASE 
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POINTS MAKE SNOOZES 



Nights, exciting though the proposition is without any fancy trimmings, is 

imed with bonus things. Each stage features assault courses of 
hoops (of varying sizes), which grant extra points to Nights when he 
hrough them. Flying through lots in rapid succession racks up 
Points Combos, which multiply the bonuses lotsfold. There's an acro- 
batic skill challenge, too, where Nights shows his manoeuvrability in 
return for points.. There are also very vague scratch versions of a 
behind-Nights-view bonus level similar to the one from Sonic J. 
^ However, this is in a very early stage of development and it's hard to 
| say what really goes on, although we do know it pops up in the 
midst of a level and not the end. 




EINE KLEINE NACHTMUSIK 

ve really gone to town on the sounds for their masterpiei 
too. They've tried to convey the diversity of dreams by ci 
bases with the musical genres on offer as possible. Jazz, house, rock, 
world music, bangin' orchestral tracks and more are already in place. Plu 
a mad system which, like the A-LIFE routine detailed elsewhere, 
ces new arrangements and phrases to the tunes each time you 
ingthe music is never the same twice. Blinking heck. 
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It's almost upon us! The biggest sporting event in this country since the 1966 
World Gup - Euro '96. On Saturday 8th June the streets will be empty as England, 
the hosts, begin their challenge by taking on Switzerland at Wembley. Scotland 
take on Holland a couple of days later. Here we go indeed! 




Could it be true? England 

is first match of 
the championship! *hhh. 
wonderful world of game: 



Forget the Olympics. Important and exciting as they may be, the 
sporting event of the summer is without doubt Euro '96. The logos 
are already Just about everywhere from Coke cans to Mat Donalds 
meals and the TV build up has already started too. All we're waiting 
for now, apart from the championship Itself, is the Euro '96 game. It's 
just about finished with only a few graphical touches left to be completed. If 
you saw our showcase in Issue 5 you'll already know all about It, if you didn't 
then shame on you, but here's a quick re-cap; 

Euro '96 is being put together by Cremtin on behalf of 
Sega, and is based largely on their excellent Actio Soccer 
which has already impressed owners of both PC and 
PlayStation, However, rather than do a straight conver- 
of this game, Sega wanted to link it to the much 
hyped European Championships being held in 
England in the summer. What this means in real 

that the teams have changed to fit in with 
the 16 sides in the competition. It also means that 
it's gone through a bit of a face lift to accommo- 
date the Euro '96 look (lots of navy blue and 
white, all the logo's etc.) and includes potted histo- 
ies of each teams performance in the champi- 
iship since It started back in i960. The sonorous 
of Barry Davies keep you company through the 
game (which is much better than John Motson in FIFA) 
id there's all the usual sporting extras like multiple cam- 
era angles and a replay facility to keep the discerning fan 
ppy. Unlike Actua Soccer, Euro '96 enables four players to play 
ing you've got trie multi-tap, so there's plenty 

Euro '96 is expected to hit the shops in the last week of May which is 
just about perfect timing and it promises to be the best football game yet to 
appear on the Saturn. Let's hope the respective England and Scotland perfor- 
irth it. 
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EURO '96 IMIM'.'MJkH! 



NICE TOUCH 



As was mentioned in the Showcase in Issue 5 of Sega Saturn Magazine, 
Euro '96 uses some amazing motion capture to replicate the movements of 
real life football players. They are helped out by Chris Woods and Andy 
Sinlon, neither of them geniuses admittedly, but perfect for expressing the 
refined movements of a good footballer. As a result there are some excel- 
lent touches in Euro '96. Not only is there the usual plethora of valleys, back 
heels and bicycle kicks, but there's even the more subtle footballing tech- 
niques like the delicate chip, the shimmy, the passing flick and lots of out- 
side of the boot swerve shots that look like ...well, like pure bloody poetry! 





SQUADIES 



So there you are in the pub with your pals, mulling over the respectn 
European squads and no doubt getting into one of those heated, 
say a little inebriated, debates about who should be in and who sho 
be out. Because Euro '96 is designed to resemble the championship 
closely as possible, the programmers have themselves dabbled in a 
little speculation regarding the squads. In the Ern 
up you'll find Man United's Gary Neville in place of the aging 
Tony Adams (although Adams is still in the squad). Another old 
timer that finds himself on the bench is the ex-England captain 
David Piatt. The shock news is that there's no sign of the prodi- 
gal Matt Le Tissier, and there's no sign of the on form Robbie 
Fowler either. As far as the Scotland squad go, there's little I can 
say really because I know practically nothing about them. Sorry, 
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THE PEOPLE'S THEATRE 

We in England always tend to feel a little inade- 
quate when we see the likes of the San Siro with 
its ioo, ooo odd capacity and there we are with 
our outsized shacks. But if you ever listened to 
European footballers talking you'd be surprised 
how many of them love the idea of playing at 
English stadiums. For starters they are unique to 
the British Isles due to the fact that they are the 
oldest in Europe (England's where football was 
born remember), and there's also the matter of 
atmosphere. As Cantona was famously quoted, 
in English stadiums 'one can really feel the crowd' than 
the seats come more or less right to the touchline. In C, 
also meant that the crowd could feel him with the odd 
but that's another matter. Euro '96 features all of the e 
will be used in the championship, and Gremlin have spent loads of time 
making sure they are all perfectly rendered and proportioned. And sure 
enough the atmosphere does change from one venue to the next taking 
into account not only the capacity of the crowd but the size of the pitch 
well. Playing at Wembley isn't the same as playing at Villa Park and in 
Euro '96 it feels equally different. 





So it's time lor a substltulon. You can do this at any time dur- 
ing the natch although you'll have to wall until the bail It out of 
play before you tiring on the new man. Here, Seaman is the man 
going off. Injury? Too many rumbles? Whatever It is, the Arsenal 
his way out. 



YOU DON'T LIKE IT? THEN DRAW! 

Did you see the Euro '96 group draw when it was on. It was a fairly typical 
affair with all the footy legends from the England 1966 World Cup Squad 
wheeled out as predictably as ever, and the finale featuring a crap Simply 
Red song that seemed to last for ever. The fact that England was drawn 
with Scotland probably caused the biggest stir, and of course, the way in 
which we always seem to end up in a group with Holland. But if you're 
unhappy with what looks like a very volatile group then why not change 
it. Euro '96 lets to do the draw again and again so you get the chance to 
play whoever you like. 





Italy V Holland. What a match this would be. And it might just 
happen you know. Oh, I can't wait! Yipee! Football! 
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THIS TIME, WE'LL GET IT RIGHT! 

Those of you who can remember the excellent Italia 'go World Cup will think firstly of that 

jangling semi-final between England and Germany. But after that, your mind may turn 
the traditional football song that is an inevitable part of big football 
we have to suffer the abysmal scene of a team standing there in front of the microphone let- 
ting out endless barks and primal screams. At last we had a decent song in the shape of World 
m Motion by the brilliant New Order. Despite the fact that Simply Red have done the official 
song which is crap, it seems the European Championships have prompted some bands to put 
out their own singles. It's all rumours at the moment of course, but the word is that Black Grape 
may well put out a song, as well as a bunch of techno outfits who might have a bash at the 
iptable footy song. lust so long as they don't get someone like Stuart Pearceto rap. 




i don't think 



Until now computer game theme parks have 
been restricted to the singular - Theme 
Park by Bullfrog. But now Sega are dipping 
their oar in the water, and they're doing 
things slightly differently, instead of writing 
a game about theme parks, Sega have cre- 
ated a theme park around games. 
Rad has the facts. .a. 
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"l welcome the 



the great diversity of 

London's appeal". 

1 But she could be ' 

lying. 
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Sega hive spent lot) of money 
advertising Segawortrt in the 
middle of Piccadilly Circus. 
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You wanna get loaded? You got it. Well, not yet you 
haven't because loaded isn't actually out for another 
couple of months. But it is shaping up rather nicely. 
Here to deliver the gaming goods is SAM HICKMAN. 

Flipping heck. These Playstation to Saturn conversions seem to be 
arriving at an alarming rate at the moment, and not without good 
reason (or before t ime)eit her. Most of them are pretty excellent you 
see, and Loaded is no exception. To the more, erm, mature gamer, 
Loaded Is bound to look hauntingly familiar. Well, that's because it's 
I the age-old classic Gauntlet, the wander about wizard gai 
with cruddy graphics and blisterlngly addictive gameplay. Anyway, 
now that original developers Atari have fallen on somewhat hard 
times and don't seem to be releasing anything at all 
Gremlin who have sneaked on In there and adapted the ancient code for 
all Saturn gamers to enjoy. Luckily, it doesn't look anything like the original 
code - in fact, it's ten times more gory... » 
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A VIRTUAL BLOODBATH! 

Yep, welcome to the world's first certificate iB Gauntlet-a-thon. 
Although the gameplay remains almost exactly the same in tha^ 
youf aim is to wander around hostile environments in search of 
keys, the front end of the game has undergt 
makeover. Cone are the blippy little coloured sprites of yester- 
year, replaced with fully grown men in nappies, psychos in drag, 

s, skeleton warriors and cyber babes with electric 
charges on the end of their fingers. Look pretty impressive, don't 
they. Hardly surprising really, when you consider that they 
created by 2000AD artist Greg Staples. He's already drawn loads 
of Judge Dredd stories and was involved 
extent too. Of course, being involved in such projects obviously 
meant that he had to trawl the depths of his mind 
with some pretty vile creations, which is why all the nasty 
characters in loaded are all so comfortable with being 
absolutely repulsive. 

Actually, there's probably more to it than that. Th( 
they're all so at home with being nasty is that they're all locked 
away in prison, so they must have done something quite 
horrible in the first place to be in there at all. However, lucky foi 
them, there's there's the 
hope of escape, and being law-breaking types, they decide to 
for it. But it ain't gonna be easy. There's literally hundreds of r 
dors to plough through and nasty enemies block each and evt 
you're hard aren't you... surely you can take the pain! 
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GRAPHICS TO DIE FOR 

One of the best things about Loaded (apart from 
the all morals-barred blasting) is the graphics. Sure, 
this may be based on an age-old theme, but that's 
precisely why Gremlin have gone to so much trouble 

;r the graphics. In addition to the visuals provided by 
Greg Staples, there's some pretty impressive 3D throughout 
all of the ten levels. Floors warp as you walk on t 
thought he game is viewed from an overhead perspective, there' 
real impression of depth as you're blasting your way around a 
level. 

In addition to the 3D trickery, the levels all fea- 
ture light sourdng, which basically means that 
areas are lit in the way you'd expect to see in real 
life. This is featured on the characters too, who 

;r they either launch a weapon or 
get hit. There's plenty of other impressive little fea- 
tures too, such as really meaty explosions with clouds 
of smoke billowing from them, splattering blood and screenfilling 
effects. Sure, this may be a 16-bft game at heart, but Gremlin have 
their best to make the graphics as 32-bit as possible. 
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WHO IS F.U.B? 



eally knows where he came from, but at 
le was the warden in the prison. However, the time he spent 
he inside has certainly taken its toll on him, and he's gone 
lightly mad. He pitches the prisoners against each other and 

t developed a machine which changes the laws of 
physics. It's quite bizarre then that the only people who can 
possibly stop him are the prisoners, a large amount of 
whom have done very little to wind up there in the first 
place. However, F.U.B. is using the prisoners for hii 
xperiment - if he sets traps all around 
the prison and inmates are unable to escape, it's ; 
indication that he's ready to take over the world. 
Believe me, you do not want to 




Loaded did really well on the Playstation when it was first launched, and is 
still selling fairly well, even now. This pretty much guarant 
the Saturn, although it's still going to be around a month before the g; 
actually available in the shops. But we will have the review in next month's 

And after that, we'll be bringing you the first preview of Loaded's 
sequel, Re-loaded! 
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awesome rest 

first, some acting tips 
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DIE HARD TRILOGY SHOWCASE 
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1 Lethal Weapon: 

•you as good as yo&wy you are 
..... ntentlook.Jtnlaos&hotaguyf, 

J. Only two, maybe three guys ft) the work' 

. Only thing I was ever any good o(.» 



I has ttkpr 

._.e<fiaw«nt_._. 
i isn't convincing 
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NO BRUCEY BONUS 



e among would no doubt have noticed that the John McClean 
sprites looks nothing whatsoever like Bruce Willis. (Note the lack of hail 
on the back and too much hair on the head). The only thing that is simi 
lar is the greasy white vest. The reason for this lack of Bruce is two-fold. 
Firstly, gaining permission from Bruce Willis would inevitably have 
involved forking out further royalties, and secondly, Fox were keen to 

; the game gain a reputation in its own right without being too 
dependent on the popularity of the films and its grisly star. 
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GAM AGE A TROIS 

I know what you're thinking; 'Three games in one? That i 
of them will be a third as good as a usual game.' Your cynicism is perhaps 
justified, but let me put those doubts at rest. Although as yet unfinished, 
what we've seen of Die Hard Trilogy is looking excellent. In fact, each 
game could be a release in its own right, which uncannily enough was 
Probe's original intention. They were going to release a game based 
entirely on the third driving part of the game with Bruce jumping about 
from car to car and the like. Fox however insisted that they incorporate all 
of the films in the trilogy and as a result Probe have spent much more 
time devoting themselves to a faithful portrayal of the scenes and events 



IN RECEDING ORDER 



SHOWCASEl OCEAN GAMES 
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Europe is known for producing some of the most talented and innovative 
developers in the world. Every major software house is busy scouting for new 
talent to buy up. Ocean's latest partners, German team Neon, might just be some- 
thing of a find for the plucky Mancunians... 
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VIPER 



Viper is, as yel, at a pretty early stage of development. The basics of the 
game, as previously explained, are all in place because it uses the same 
3D engine as the more nearly-finished Tunnel Bi. But whilst the code is 
complete there's still lots and lots of work to be done on the levels. As a 
result, it's hard to formulate an initial impression as to the quality of the 
gameplay. 

An initial reaction to the quality of the graphics however, would be 
"Cor blimey", because Viper looks absolutely ace. It's a helicopter-based 
shooting game, which puts the player in the formidably frosty boots of an 
urban police anti-terrorist helicopter pilot (or something like that). This 
means you're charged flying around a succession of cities blasting billions 
of airborne, and groundborne, targets to smithereens, whilst avoiding the 
same fate yourself and protecting the good citizens who work, rest and 
play within the towering skyscrapers which comprise the levels. 

The controls method in place already feels nice. Not simulation-real- 
istic, that's for sure, but it conveys a reasonable illusion of powered flight 
without scotching your shoot 'em up fantasies of frankly impossible com- 
bat manoeuvres. The graphics uphold this vision, by being as solid and 
smooth as you like, with a quite brilliant grasp of depth perception. Now, 
the game might actually turn out to be crock of trousers, because there 
aren't many enemies or objectives ready at the moment. But being happy 
go lucky fellas, we at SATURN MAG think this might turn out to be lovely. 
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Win free games for a year! 



Us Sega Saturn Magazine. You readers. 

Until now our relationship has been based on this Tarzanesque form of communication. But we want to move on from this 
primitive badinage and establish a warm and loving intimacy that knows no bounds. We want to go dancing through the daisies 
with you. we want to spend long hours with you at cosy al fresco cafes, we want to sit with you watching the sun set over moun- 
tain vinyards. we want. ..oh. ok. what we really want is for you to fill in this survey. 

Filling in surveys is. as I'm sure you know, actually quite boring. So, as a bit of an incentive we're offering you a chance to win 
free games for a year. Yes! That's right! For a whole year! If that doesn't get you ticking those boxes, we don't know what will. 
Send your completed surveys to SURVEY. SEGA SATURN MAGAZINE MARKETING DEPT.. PRIORY COURT, 30-32 FARRINQDON 
LANE. LONDON. EC1R 3AU. 





i. Are you: 




Game Boy 






-1 


More than 10 hours 


J 




Male □ Fern, 


He □ 


NU64 

Sony Playstation 






-1 
-1 


11. How often do you buy video 


games? 




2. How old are you? 




Atari Jaguar 






_l 


Less than twice a year 


□ 




Under 10 


-1 


3DO 






-J 


2-4 times a year 


-1 




n-16 


J 


PC 






J 


4-6 times a year 


J 




17 -20 


-I 


Neo Geo 






-1 


6-1! times a year 


□ 




21-25 


-J 


Other (please specify): 






More than once a month (pleas 


c specify) 




26 and over 

3. Are you: 
At school 


J 
-1 
















6. If you are plant 


,ing ti 


,buya 


Next Generation 


12. How do you choose the gam 


es you buy? 




At college 


-1 


console, who will 


both 


e purchaser? 


Good review in magazine 


□ 




In employment 


J 


You 






-1 


Good review on TV 


-1 




Other (please specify]; 




Friend /relative 






J 
J 


Like the look of it 
Recommended by a friend 
Recommended by shop staff 


J 
-1 
J 








7. How many garr 


esdo 


you or 


vnr 


Special offer/promotion 


-1 
-1 




4. Which machines do you owi 


II 








□ 


Bought by parent 




Sega Saturn 


□ 


i-S 






J 








Sega Megadrive 


-1 


G 10 






J 


13. What sort of games do you 1 


:njoy the most? (Tick 




Sega Came Gear 


-1 


11-20 






J 


three of the following.) 






Super Nintendo 


J 


More than 10 






J 


Beat-'em-ups 


j 




NES 


_l 










Shoot-'em-ups 


j 




Came Boy 


J 


8. What was the 1 


ntf. 


meyc 


j purchased? 


Platform games 


j 




Sony Playstation 


J 










Sports games 


j 




Atari Jaguar 
3DO 


J 










Strategy games/Sims 


j 












j 




PC 


J 


9. Which game are you 


planm 


ng to buy next? 


Racing games 


j 




NeoGeo 


J 










Puzzle games 


j 




Other (please specify); 












14, Where do you buy your garr 














Mf 












: do you spend playing 


Electronics Boutique (Future Zo 

Came 


re) □ 








video games? 






□ 




5. Which machine are you plar 


nine to buy next? 








J 


Came Zone 


J 




Sega Megadrive 


□ 


1-3 hours 






J 


HMV 


-1 




Sega Game Gear 


_l 


2-4 hours 






J 


Virgin 


-1 




Sega Saturn 


-I 


4-6 hours 






J 


Wool worths 


-1 




Super NES 


-1 


6-8 hours 






J 


WH Smith 


-1 




NE5 


-1 


8-10 hours 






J 


John Menzies 


-1 


1 
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Dlxons 




J 


Comics 


1 


Boots 




J 


Sports mags 


-1 


Toys R Us 




J 


Music mags 


-1 


Our Price 




-1 


Movie mags 


J 


Specialist Shop 




-1 


TV mags 


_l 


Mail Order 




J 


Lifestyle mags 


J 


Other (please spe 


dfy): 










of the following.) 
Special game booklets 










J 


15. How often do 


you buy SE 


:A SATURN MAGAZINE? 


Demo CDs 


-1 



J 
-I 

a good game in it LJ 
Only when there's a free gift □ 






16. Why did you buy this issue ofSECA SATURN 
MAGAZINE? 


Get it on subscription 


-1 


Cover promotion was good 


j 
-1 


Latest review/preview informati 
Generally good for game info 


j 
j 



Badges 

Stickers/transfers 

Posters 

Scratc hoards 
Money off vouchers 
Other (please specify] 



17. Which si 
(Please tick 

Contents 



Tips 

Showcases 

Q8.A 

Coin Operated 

Special Features 

Out Now 

in Development 

General Design 



_OvE 
-I 
J 
-I 
J 
-I 
-I 
J 
J 
-I 
_l 
-I 
J 
-I 
-I 



ha:E 
-I 
J 
-I 
-1 
-I 
J 
J 
-I 
J 
-I 
-J 
J 
J 
J 



18. If there was one thing you could change about 
SEGA SATURN MAGAZINE to improve it, what would 
it be? 



e of the following.) 
ik at game in progress 



Interviews with development staff 
3}. List your top five software house: 



mimi^ 



17. Which of the following do you regularly buy? (Tick 



three of the following.) 



Shoes/trainers 

Clothes 

Drinks 
Take-away food 



-1 
j 
J 
j 

-1 
-1 
j 
j 
-1 
j 



iB. Are there any I 
tantinagamescc 
play games? (Tick 

Playing audio CDs 
Playing video CDs 
nternet access 
Multiplayer far 



roles other than theii 
leofthefollowlni 



Ity 



19. Do you have ai 



30. If yes. what do you 1 



For study 

Other (please specify]' 



"j 
-1 
-1 
-i 



Sega Power 
GamesMaster 



do_you buy? 

-1 
-1 
-1 
j 
j 
-1 
j 



35. Which of the following activities do you enjoy 
most? (Tick three of the following.) 

Watching TV J 

Watching videos □ 

8 

j 
-1 
-1 



Playing sports 
Going to partii 



16. What are your three favourite TV programmes? 
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NOEB1US... 

Amazed by the sheer graphical brilliance of Panzer Dragoon 2? Wondering just where those 
crazy, madcap programming guys got all their ideas from? Well, so were we. Luckily, after a 
little bit of scrabbling around in the virtual dust, we found out. And it's not good news. Can 
you believe it - they nicked everything from a trendy French graphic artist? Here to provide 
the damning evidence is SAM HICKMAN. 
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DIDN'T HE DUNE WELL' 








buy some of Moebius's 
creations, remember thai 
they're designed For an 
ADULT audience. Yep, this 

of violence (actually 
there's loads), nakedness 
and plenty of jokes about 
going to the toilet. Please 
don't blame us if you're 
offended by this. 
Thank you. 
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HERE'S LOOKING AT YOU. 



SCALE-A-RAMA ! 
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^SPOUTS SIMULATION 
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England, Scotland, France, Germany, Italy, 
Spain, Denmark, Bulgaria, Romania, Russia, 
Switzerland, Holland, Portugal, Turkey, Czech 
Republic, Croatia. What do they have in com- 
mon? Euro '96 of course! 



i 





It's not much fun living in outer space. In addition to "toilet" 
problems and having to exist entirely on a diet of shrivelled 
] mung beans, there's always the (remote) threat of an alien 
invasion. What's a poor space cadet to do? 




why developers Millennium have 
decided to add to an already 
creatively full genre by incorporat- 
ing strategy and management ele- 
ments to this blasterama. 

used factories and the likes killing 
everything, there's a chance to flick a 

al software packages. What's even 
t in theory this doesn't seem like a bad 
idea at all - in fact, if used properly, it could make an 
already playable game loads more fun. Probably 

Sadly, Defcon 5 Is a real mishmash of half fin- 
ished ideas that to be honest, weren't very good in the 
first place The basic aim of the adventure is to set up 
the defence system on MRP-6F single handedly. This 
invariably involves travelling to the remote areas of 
the colony and downloading software into the sys- 
tems in addition to assigning defence tasks to droids 
who will (hopefully) help when the colony is under 



attack from large robot things. As a result, a I 
portion of playing time is spent traipsing (by 
from one location to another in the hope of l 
ingatop new system or, even better but mor 
actually getting to shoot something. 

And so it goes on. And on And on. As yc 
imagine, all this to-ing and fro-ing becomes 
extremely tedious after just a very 
time, especially as nothing seems t 
happen on the way to a locatl 
The play environr 
ly dull too. just sii 
drops with a few 
furniture or the odd 
strewn around. Plus, 
you get outside of thi 

turrets, you'll find that the 

poor by the Saturn's standard, 
To add to all his confusloi 
there's hardly a dot of indie; 
as to what you're actually supposed 
to be doing at any onetime. In fact, or 
the first play, I thought that I was the one in the 
wrong -that I hadn't read the instructions properly or 
something. But no. Defcon 5 really is designed to be 
completely irritating and goaless, and you really do 
have to walk about for hours until your eyes go all 
funny and you begin to feel travel sick By the way. at 




your mission briefing. 

With the game structure remaining the s, 
throughout most of the adventure, it's hard to 
stand exactly why there are 50 many corridors 1 
nothingness and so few adi 
to hack to pieces Also evident Is the fact that there 
are too many elements thrown into the mix 
here for any to stand out on their owr 
the result Is that there's too many 
reak parts to the gameplay foi 

Most of the time is spent fr 
tlcalty rushing from one ar 
of the complex to anothe 
a hopeless search for one 
piddly clearance c 
which you'll becor 
pletely lost In 



ifta 
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t othei 
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If you're looking for a good 
mpto plug the gapuntii 
Doom arrives, I'm sorry to disappoint you. 
but thi 5 just isn't it. This Isn't even a poor rip-off 
of Doom. It's something worse because it's attempt- 
ing to be clever, and the end result has all gone 
horribly wrong. Avoid unless you're the type who 
en|oys putting together 1000 piece jigsaws instead of 
going out on a Saturday night 

& 








^&> SEGA SATURN 69_ 




|SEGA 


|£TBA 




Js_H T I N G Jul 




Itba -^H 


feels like it'; been a 
me in coming, but n 


ong > 





n put all our impatiei 



ebehin 



with enjoying this remark- 
able sequel to what is still a remark- 
able game. Just as the original 
the startling capabilities of the Saturn, 
so Panzer Dragoon 2 (or Zwei) exploits every aspect of 
33 bit technology. The 3D action is impeccable and 
has the effect of genuinely immersing you in the 
serene forests, lofty clouds and dense tunnels that 
form parts of this surreal world. The attention to 
graphical detail and the grace of the animation are 
truly stunning, and this is not something simply 
reserved for your dragon and the bosses, but every- 
thing. Each design, from the smallest sprite upwards 
to the interactive backgrounds receives painstaking 
care in its conception. The meticulous and original 
way in which enemies conduct their attacks — split- 
ting into smaller forms, darting at you from all direc- 
tions, screaming over a mountain ridge — leaves you 
gasping with admiration. You'd almost feel guilty 
about sending them all up in flames if it wasn't for 
the epic explosions and dramatic crashes. 

But a game, as we know, cannot survive on looks 
alone Is it that this sequel is nothing more than a 
cosmetic update of the original' No, not at all There 
are a variety of factors that make this a further step in 
the Panzer series, not least the fact that the game 
evolves according to your own skill, developing the 
defences of the weaker players and the attack skills of 
the more competent What's more, to inject a little 
extra excitement in Panzer Dragoon 2. the game does- 
n't simply feature enemies attacking from all sides as 
they did in its predecessor, it sees them approach 
from above and beneath you as well. 

Another new addition to the sequel is the con- 
cept of route points While you could choose from 
routes in the original, there was neither as many to 
choose from or the same system whereby you earn a 
specific amount of points according to the route you 
take. 

In terms of overall payability. Panzer Dragoon 2 
is just about faultless. It moves a little faster than the 
original, yet retains the accessible and addictive quali- 
ties that made it such a successful shoot 'em up. In 
fact, I'm hard pushed to level a criticism against this 
game, but in the interests of the easily unsatisfied. I 
will say that I felt the disparity between the difficulty 
of the bosses and the rest of the enemies within an 
episode occasionally frustrating What it meant in 
practical terms was that moving through an episode 
was relatively plain sailing until the boss kicked up a 
storm But like I say, this criticism is one that's hard 
pushed, opposing as it is, a game where the attention 
to every detail makes it a wholly satisfying experience 
and a testament to the potential of 32 bit gaming 
technology And yes — you must buy it 

ROB -^ 



^— JJara nM :\i last!, 



el to the shoot 



But after^irtne- r 1 j ■■_, :j yjj 1] jjyps has died do 
this really as good as everyone seems to think it is? 

UijysiOh yes indeed! 




to Episode 5. is you progress through the levels the bosses get increasingly dif- 
to get the better of. Hake sure you've got some power in your beserker special. 
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Attack the paddles en the side of the giant 
ship and they will collapse and break off. 




Panzer Dragoon 2 is filled from beginning to eod with surreal dreamscapes, all 
nery beautiful, but each of them more deadly than the last! 



You'll be glad to hear that this huge creature standing at the 


fhis is your haby dragon, f here a 


e two things you can do 


and of Episode 1 doesn't engage you in combat. Instead it asks 


when you discover it. Either train 


: as your own and build up 


If you'd care tojoio it for a cup of tea and Chelsea bun. 


an inseperable bond, or cook It in 


delicate white wine sauce 



A truly mesmerising game that builds on 
the achievements of its predecessor. Both 
beautiful and tough, this belongs up there 
with VF2 and Sega Rally as the standard- 
bearer for its genre. 
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"Hi, the name's Chancey. Here's my mother. She's a f resian cow 
and I love her very much. Here's my sword that the King gave me. 
It's called Grimthwacker. Now if you'll excuse me, I must toddle 
off to the Shimto plains and rid it of evil crimson mutants." 




'Did the wrath of the evil chancel lor. 
J Build up youf own hamlet in a variety 
f A^^B of inhos P ilab,e landi - Me,ri! y hack 
IB lunii at large and maniacally gleeful 
| mutants. Ta'k tocows Ah. tin 

is you may have gath- 
ered, this is a rather strange game and no mistake, 
but before I continue, here's a brief patted history. 
The Horde was originally released on the PC and JDO, 
and carved a niche for itself with some decidedly 
weird and wonderful gameplay. After a couple of 
years in waiting, I have the joyous task of playing the 
Saturn version, and commenting whether it still plays 

and we have Crystal Dynamics to thank for converting 
the whole Horde experience over lock, stock and bar- 
rel. True, BMC have been responsible for some breath- 
takingly substandard software (such as the travesty 

scored a real winner, and have created a game that 
just gets better and better the further you progress. 
So what's this Horde business all about? Well, 
the action is set in a decidedly Monty Pythonesque 
medieval encampment, where a fat jolly king presides 
over a court of jovial jesters, pathetic peasants, and a 
scheming chancellor. All this is introduced to you in 
FMV. along with mock medieval music and cheap 
scenery. Some of the 'humour' works and 
doesn't, it all depends how much 
American dialogue you can stand, 
but after this scene setting, you 
(a young knight called Sir 
Chanceyiaregivenaseto 
deeds to a land that the 
king wishes to make fruit- 
ful and bounteous. Then 
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tending to their " 






crops. 


ou have four years to 






produ 


eathriving community. 
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ch year is divided into sea- 
each season, you can dig 
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s, construct walls and fences, plant 
hI if iky [lit',, create herds of cows a 


dhire 


guards 


all in readiness for the co 


ring of the Horde. 


So where does the challeng 


come in 


hen? Wei 


at the 


nd of every season, a num 


»er of ex 


el lent ly 


animated (and bright red) mutan 


s descend from the 


hills, rntent on eating your crops. 


uts, farm 


ers. trees. 


cows a 


nd almost everything else 


n the vie 


lity.Of 




to combat this, you take t 


the stre 




with Grimthwacker, and charge into their r 


nks. 


swing 


ig wildly and culling their 


ttempts 


chomp. 


Andth 


en the whole process begi 


s again, 


ntil your 
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IT HAPPENS AGAIN. LAST MONTHS LEADERS ARE 
ALL BUT DESTROYED BY SCORCHING NEW TIMES! 



TIME ATTACK RULES 
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■ COURT. 30 -i2 FARRINCDON LANE. LONDON. ECiR }AU 



Good luck and keep that foot to the floor! 







1 


John Archer, Essex 




I 


Philip J. Hogg, Oyf ed 

James Broughton, Isle of Man 




4. 


Dean Grahame, Dundee 




5. 


Neil Rogers, Co, Down 


3.00.28 


6. 


Paul Holloway, Exwick 


3JKL97 


7. 


Renaldo Vettaina, ■■! 


■nfl 


8. 


Dean Lary, Ashbourne 


9. 


Wain Heath, Mansfield 




W. 


Umberlo Maffei, Plainmoor 


j.osm 



FREE SATURN GAMES FOR A YEAR, A SEGA RALLV JACKET AND A SEGA RALLY T-SHIRT! 
TEN SATURN GAMES AND AN EXCLUSIVE AM3 SEGA RALLY JACKET AND T-SHIRT! 
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AN EXCLUSIVE AM3 SEGA RALLY JACKET AND A SEGA RALLY T-SI 
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Horror, ectoplasm, undeath, lycanthropes and small chil- 
dren all make an appearance in Capcom's latest Saturn 
beat 'em up. Or should » ww " mm ^M' v m — " SUgg 
that be their latest 
Satan beat 'em up? 
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Rock stars and video games. A match made in heaven or a lame 
publicity stunt? The involvement of trendy bands with games 
like WipEout and Loaded might make you think the former. But 
Revolution X will most definitely make you think the later. 
Prepare the bargain bucket! 




id Revolution X is to save 
h. Why you'd want to save 
h is another matter entirely. 
I Maybe you're under the delusion that 
ci to 'Dude Looks Like a Lady ' 
e secret meaning of the i 
Then again, maybe you're just sad. 

Whatever the motives, it's with thisdublous 
premise that Revolution X kicks off It's an Operation Wolf 
style shoot 'em up. shunning the 3D graphics of Virtua 
Cop in favour of the conventional 2D approach. The result 
is one of the worst games yet to appeal on the Saturn, 
limping leperously past the likes of Johnny Bazookatone 
and Titan Wars, to redefine the boundaries of naffdom 

But first things first You're no doubt still pondering 
e. The fact of 
the matter is that they've been kidnapped by The New 
Order' and are being held separately at various locations 
around the globe. Your task involves not: 
ing this enemy force, but finding the whereabouts of the 
precious band members. Such a task 
of a reliable machine gun and some specially lethal CD's. 

The shooting fest begins in a helicopter and from 
then on it's comically relentless Vour first task is to get 
into the gig where Aerosmith att playing Once there you 
witness their kidnapping and are informed by Steve Tyler, 
the lead singer, that the fate of Generation X depends 
entirely on you. You are then handed the keys to a 
Lambourgini and given a choice of destina- 
tions Should you feel perversely inclined 
to continue, each of the three destina- 
tions on offer must be completed if 
Aerosmith are to be saved and 
Generation X liberated from the 
dark forces of the New Order 

Rather than learning from 
the likes of Virtua Cop that part 

of the fun in shooting games 
is to do with suspense (enemies 
appearing from behind cars, bursting 
through doors etc.). Revolution X simpi 
piles out all your toes indiscriminately. 
inviting you to mow them down in pre 
same fashion If you've got ajoypad wi 
can probably leave the machine to it and go and make 
yourself a cup of tea or something, just popping back 
now and then to see how many more vulgarly pinelated 
sprites have been wiped out 

It was perhaps a sneaking suspicion that this was 
the case, that led the programmers to make the bosses 
so mind-numblngly labourious to beat It's not that 
they're particularly tough or cunning, theyjust 
have limitless energy. If they actually had a power 
display it would probably run In lines all the way 1 
the screen. 

So forget it. Switch on the auto-fire and go 
paint dry or something, anything, just so long as 
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There are points in the game where you will be 
given a choice of directions. Simply shoot 
e you want to go. If you c. 



f?-- 




This is lerosmith's hade magnet of a car, in it you'll find a variety of mi 
objective! as dictated by the band members. Choose if you can be bothered. 




This helic 


opter is Ihe first of the boss 


s you'll face. By the time 
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re you one of those people who, after 
I switching off the light when you go to 




those people who only really feels comfortable in the 
company of others? Then you're probably afraid of 
being alone. So, for a neurotic such as yourself, being 
alone in the dark must be quite a trial on the ole' 

:o avoid then is 



nate amount of time 

spent down dank bare- 
ly lit corridors with 

pack of cigarettes for 
comfort. And besides, 
if you're the kind of 
namby who's afraid of 
being alone in the dark 

getting Involved in the 
kind of vocation that 
hasahabitofintro- 
ducing violence to the 
job description. 

drifting from the point 
somewhat, which is 
IhatAloneintheDark 
2: Jacks Back, centres 
round you in the role 
of adetective, Edward 
Carnby, wandering 



ie Your objectives 
two- fold; the res- 

■ apprehension of her kidnapper, the enigmatic 
k. Things soon get more complicated though, in 
ig the fantasy and 




what is a well worked plot 

myth of pirates with a bootlegging 1921 

create a sort of Gothic noir. The setting does much to 

enhance this, combining the smoky passageways. 

is and gangster types with an 18th century 



After the success of the Alone in the Dark series 
on the PC, Infogrames have made the bold ,,,< 
step of releasing the sequel, Alone in the Dark 
2: Jack's Back, on the Saturn. But courage is 
blind at times you know. 





■on ship and a few supernatural mysteri 
Unfortunately, this original slant on th< 
; things get in Alone in thet 
graphics are nothing to write home about, and wh 
you can appreciate the effort that's gone intoglvin 
everything that period look, the lack of refinement 
leaves it looking a bit fiat. Likewise the animation. 
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ally stopping ti 
tommy gun with all the charisma of a cardboard cut- 
out This might be forgivable were it not for the man- 
ner in which it interferes with the gameplay. 
Shooting enemies is one of the most difficult things 
to do simply because getting the right aim is so diffi- 
cult to judge. While the blocky movement of the 
sprites is primarily at fault, some of the blame should 
alsobe placed on the awkward way the game cuts 
from one angle to another. If you were simply watch- 
ing this you might think it's all quite impressive and 
cinematic but the reality is it makes it very frustrating 
to play, especially as there's often slowdown as the 
scene cuts to load up the action from a different 
angle. To make things worse your foes have a habit of 
firing continually so if you don't get a shot in first you 
probably won't get one in at all. It's something of an 
Irony that all of the cinematic ambitions of the game 
go to bring about its ruin, occurring as they do at the 
expense of thegameplay and game logic. 
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The mighty X-men have landed! This astounding beat 'em up is an 
absolute corker of a game, and shows that Capcom are the 
undisputed kings of the 2D fighting genre. We've been playing X- 
Men Children of the Atom non-stop here at SEGA SATURN 
MAGAZINE, and during our one-on-one fisticuff marathons we've 
uncovered every move for the entire cast, and a few others 
besides! Stepping into a tight lycra bodysuit and unleashing his 
own special powers is DAVID HODGSON, who's ready and able to 
dish out information on each and every character. 

WOLVERINE 

The gruff and chiselled Logan is a lone hunter with a particular penchant for razor 
sharp claws. Once a CIA operative, he was chosen as part of a secret government 
Weapon X' programme where he was fitted with an adamantium endo-skeleton 
and erased all his former memories. Mentally unstable, and with bouts of killing to 
rival Magneto himself, Logan's already keen mutant abilities (from feral martial arts 
to a skill of regeneration) are coupled with this new strength, and make him one of 
the most powerful X-mutants in the entire game. Easy to use and master. 
Wolverine has a good range of normal attacks, and his speed makes up for a lack of 



SPECIAL MOVES 

OMUCUW 




Same strength punch and kick together 


TORNADO CUW 


0,0,00 + any punch 


SH 


X-ATTACKS 






BESERKER BARRAGE 
BESERKER CHARGE 
HEAUNG FACTOR 




0,00,0 +aH three punches C^ 


| 0,00,0+aJthreepunches 


- ' 


| CJ.OO.O+allthreekicks 


* 




CYCLOPS 



The first ever X-man is Scott Summers, an orphan rescued by Professor X who 
raised the child and taught him how to control the awesome optic powers hev 
blessed with from birth. So great was this energy that Scott was forced to don ; 
ruby quartz eye protector to stop inadvertent concussion as his optical powers 
build up. The heat of the sun causes Scott to store energy which is eventually 
released in a mammoth ray of concussive force that can tear through adamanti 
with ease when fully powered up. Once employed in a one-on-one fight situatii 
Cyclops can demonstrate this power, but also has a great line in martial arts, ar 
his Dragon Punch-related Gene 5plice is particularly good for knocking foes 
upwards; after which he can continue his barrage by pr 



PSYLOCKE 



Elizabeth Braddock (AKA 'Betsy') is a mistress of telepathy, and she has use 
her abilities to pry into the minds of her victims. When she deemed that a 
combat situation was getting out of hand, she would unleash the full devi 
tating force of her mind and haemorrhage her opponent's brain with her e 
mental assault. After her capture at the hands of Mandarin, a strange crea 
ture known as Spiral melded her powers into the body of a nlnja called 

and in the game she has become another fabulous character to control. He 
ability to chain attacks is her greatest strength, as is her dashing ability 
which is only matched by her speed. Co Betsy, go! 












0,00,0+any punch 




0,0,00 +any punch 
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C3QB 


0,00,0 +al three punches 
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0,00,0+anykk* 




0,00,0 +any punch 




0,00,0 * any punch or hick 








0,00,0 + all three punches 
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:'s many glasses of I 
..t fighting style starts tot...... 

training; why bother when you can drop an it 
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Same strength punch and hick together 










0,00,0 +a» three punches 




0,00,0 +al three punches 
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SPECIAL MOVES 




"- Am 










UGHTNJNG ATTACK 


same strength punch and kick 


i^WBy 


ran 


0,00,0 +a> three punches 


GUST OF WW 




X-ATTACKS 






UGHTMNG STORM 


0,00,0 >all three punches | 


HAL STORM 


0,00,0+start 
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COLOSSUS 











OMEGA RED 
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0,00,0+any punch 
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0,00,0+anykick 








^1 




O, OQ.O +al three punches 1 




SILVER SAMURAI 



I, ,l'r' -'iTJ TLt'in I 11" OT 











diately. she soon prov 


es her worth with a huge umber of deadly attacks 


SPECIAL MOV 








O, OO, O, OO, O + all three punches 


THROW DANCING SWO 




rapid fierce punch 


SWORD TOSS 




0, 00,0 -•- any punch 
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LEVEL 2 X- ATTACKS 




SWORD EXPLOSION 


0,00£> ♦any kick 


DANCE 


0.00,0 + any button 


POWER DANCE 


0,00,0 +ightluck 


SPEED DANCE 


0,00,0 +mediumkick 


DtMENSWNAl DANCE 

SWITCH DANCE 


0,00,0 +fiercekick 

0,00,0 -t-Eghtpunch LBEs* 1 . 1 


TELEPORT DANCE 


0,00,0 +m*ddh) punch | -rL^JcVH 


RAPID DESCENT 


0,00,0 +fiarce punch 


X-ATTACKS 




METAMORPHOSIS 


O , O O , O + all three punches then throw 




SPECIAL MOVES 
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0, 00,0 +any punch 




rapid punch 
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O, OO.O +any kick 




0,00,0 +aH three kicks 




0,00,0+Nght punch 




O, OO, O middle punch 




O p OO,C 'fierce punch 








0,00,0 +aU three punches 




0,00,0 +al three punches 


84 d0» SEGA SATURN 



m 



k« 



^m 



p» 



ns] v 



SENTINEL 



The early X-men activity saw many confrontations with these gigantic robots 
known as Sentinels, and these beings proved to be constantly dispatched to 
engage the X-men team in a series of dramatic and explosive confrontations. Now 
these metal beasts are easily terminated, but the Master Mold has a new threat to 
pose; a specially shrunk version of the Sentinel that appears in the game. The lack 
of bulk has lead this Sentinel to counter many of the X-abilities with ease, and to 
retaliate further with a number of ranged attacks that previous models were not 
equipped with. Once engaged the basic attacks of the Sentinel are just as devastat- 
ing as the specials, and the ranged attacks make the Sentinel excellent both at 
range and close in. Use normal attacks more than usual and be wary of the only 
defect of this model; it has problems blocking low attacks. 



SPECIAL MOVES 


rfevj 


ROCKET PUNCH 


O, OO, O+any punch 


jtfV 


SENTKL FORCE 


Q.QO.O --any kick 


wJL 


FLYING 


0,00,0 +al three punches 


WJIBIl 


BODY PRESS 


O + fierce punch 




X-ATTACKS 




PUSMA STORM 


0,00,0 +al three punches 




JUGGERNAUT 



Cain Marko is the half-brother of Professor X. and lay in the shadow of this super 
heing whilst Xavier grew in mental power. Cain waited with growing anger until ht 
seized his chance at awesome powers, which he got from the crimson ruby of 
Cyttorak This transformed Cain into a massive lumbering hulk of unstoppable 
power- he is the Juggernaut! The bludgeoning power of the Juggernaut is really 
disgraceful, and this strength makes him one of the most powerful characters in 
ANY beat 'em up ever seen! His punching ability sends any opponent flying, and 
once he's picked up that metal bar, he can hit an enemy from anywhere on the 
screenl Control the might of the Juggernaut, and you control pure brute terror! 







mJ 




0,00,0,00,0 +MJPWK* 




0,00,0,00,0 *mi punch 


\*k\ 




0,00,0+any punch 




O.O.+al three punch buttons 








0,000,00,0 +al three punches 




"Roonaaaarrrr!! I'm unstoppable!!!" Juggy "Juggernaut charge!'" Both Juggy a 

swats hi) foe awiy with pure brute energy. (Gouki) era selectable characters via a couple 

Note his metal bar (bottom right) which can of cheats, til the info you need to control 

be picked up and swung around! these two can he found In our free tips hook! 




AKUIYIA 



Akuma, the mightiest warrior, is the brother of Couken (AKASheng Long), a martia 
arts instructor who taught Ryu and Ken of Street Fighter fame. This character is 
known as Gouki (roughly meaning 'Supreme Demon') in Japan, and has travelled 
far and wide in search of more powerful foes to dispose of after previous con- 
frontations with human opponents led to their quick death. After killing Gouken in 
combat. Akuma has pursued Ryu across the globe, before leaving him in search of 
mutants to dispatch. Without any mutant powers. Akuma feels that his martial 
arts abilities are more than enough to see off any X-men attack, and with the vast 
array of killing techniques at his disposal, he may just be right! 



SPECIAL MOVES 




i 


MtGHTYWAVEFIST 


0,00,0 +anypunch ^ri 


MIGHTY RISING DRAGON Ft 


0,0,00+anypunoh 1 


SCOTCHING WAVE FIST 


o, 00, 0, 00, 7«w«iw*M 


SKV-CLEAVING WAVE FIST 
TORNADO SKY-CLEAVWG I 


jump, 0,00.0 tanypunch 


0,0-0,0 +anykk* 


SKY-CLEAVING DIVING KICK 


jju^,O,OO,0*anyhk* 


DEMON REVERSE 


0,00,0,00,0 +any punch 


TITAN'S SKY FLASH 


0,0, OOor 0,0,00 + a!3 punches or kicks 


X-ATTACKS 




DESTRUCTIVE MIGHTY WA 


3 0,00,0,0,00,0 +anypunch 
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Last month we brought you the definitive guide for the first three 
tracks in WipEout - a beginner's guide if you will. However, there's 
still three more tracks to go! It's about now that the action 
begins to hot up, and you'll really need to fine tune your racing 
skills to survive the upcoming races. Luckily, help is at hand with 
the second < and final ) part of our WipEout racing guide. 
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In this, the penultimate edition of the Virtua Fighter Masterclass, we go "in-depth" on a trio of polygon fighters that grace the AM2 
meisterwerk. The characters in question are Kage, Lion and Wolf . A more diverse bunch you're quite unlikely to see. Wolf is the slow, 
but powerful type, Kage is the unpredictable fighter with a move for every occasion, whilst Lion exemplifies the swift but weak com- 
batant That leaves Just another trio of fighters left, which well be examining next month: Pai, Jet f ry and Lau_ 



KAGE-MARU 
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appears, pri 

Giant Body 
Giant Heads 
Baby Mode 
Quick Hands 

Power up Defence 
Powerup 3 Pointe 



art a game, and when the Tonight's Matchup ■ 
,5 any of these buttons to get special effects. 
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Okay. so no one really expected a perfect conversion considering this was 
designed and produced by Psygnosis with the PlayStation specifically in min. 
- and sadly, these expectations have turned out to be completely true. The Saturr 
version of Wipeout isn't as glossy and smooth and sheeny as its Playstation coun- 
terpart. But, comparisons aside what you're left with is still an awesome product 
terms of both original idea and addictive payability. 

For those of you who still haven't heard of WipEout. it's a 
cars have been replaced by super fast hov-sleds that not only race like der 
are capable of some rather nasty offensive moves. Weapons (the usual array of 
seekers, mines, missiles and shields) can be picked up from the track (a la Mario 
Kart). leaving you to dispense destruction at your leisure, a highly satisfying task, 
has fo be said. On top of this there's a choice of four different teams to race for at 
seven tracks in all, ranging from mildly challenging to unbelievably difficult. 

There's no doubt that this is an impressive game, though with all its fancy 
gimmicks, race purists might prefer the near perfect handling in Sega fially. Also 
is left the graphics a little grainy, and some have criticised the sleds 

in of the two-playei 
i. meaning that there'll be no all night "winner stays 
it despite these annoying little faux pas', this is still a top g; 



being a 
link-up 
thisgai 
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make a classic plat- 
n, damn fine graphics, ludicrous plot. etc. but unfortunate- 
sort of gameplay which sorts out the men from the boys 
from the hedgehogs). Sorry, but this just isn't the giant 
p forward that every body... Oh alright nobody, expected It to be. 
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many golf sims availabl 
body tried to do something a 
different it ft, but whether this m 



tory as golf and the brimstone-brimming, beelze 

porated into this sim. For example the sight of lava running through the middli 
of Cleneagles might cause a stir among the most trendiest of trousered, but 
then this Is the Devil's Open, a tournament with a twist if ever there was one. 

Overall, it doesn't quite match the payability of Virtual Golf, and it's still the 
most average title from a very average bunch of sims on offer, but should you 
fancy something different you could do a lot worse than this bi 
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It's tough on the streets, especially when they're teeming with gangs of psy- 
chopaths hell bent on blasting away anything in their path. Somebody oughta' 
clean those scum off the streets! And this Is your chance to do just that, all from 
the safety of your very own tank! Sounds fun? Well it is , but how long will the fun 
last? Not as long as you'd like, unfortunately. 

Call us spoilt, but knowing what the Saturn is capable of . the graphics in 
Shellshockseem bland and the sound is just about mediocre. Initially, wandering 
around in a tank seems like a great idea, but after about five levels it becomes, well, 
really dull. 

Another technical problem in the less than perfect planning means that some 
sections ofthe game (mainly the dialogue excerptsi take too long to access, making 
for disturbing breaks in the continuity - the bane of a CD console owners life. 



RPCs are unique as far as games go; you either love 'em or hate 'em. But, 
before your prejudices get the better of you, hold on a minute. Although 
one's really bothered to take RPCS into the next generation as it were, Shining 
Wisdom still manages to hold up surprisingly well against other 32-bit titles. It 
owes Its halcyon status to several inspired improvements on the old design of 
the popular Megadrlve "shining" series. 





Along with the semi-improved graphics that you'd at least expect from a 




bit game, the title's pace is increased by two main factors: Firstly the dated 




"rounds" system of combat used in the original games has been replaced with 




hand-to-hand action Secondly, the text sections are now interactive (well, you 




can say yes or no to questions) meaning you have more influence on the outco 




ofthe plot. 




On the downside the graphics aren't stunning, and more use could have 




been made of the Saturn's sound capabilities.but this isn't trying to dazzle you 




the way that "D" might. If you don't like RPCs then this wont change your min 




but if you fancy a bit of sword n' sorcery jiggery-pokery then this could be righ 




up your alley. 
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next 



CREDITS 



mag certainly came as a surprise to us. But, fret ye not, we're working on a 
number of exclusives for next month, including: 

ANOTHER TOP SECRET SEG/ ===== 



artm frill lv 1 ifr 



Could it be bigger than Nights? Read next month's issue to find out! 

DESTRUCTION DERBY 

This game's non-appearance is something of a standing joke, but we will have it in some form, 



PANZER DRAGOON 2 SECRETS 

We reveal all the essential cheats for this top game! 

LOADED 

A review is imminent! 



»_\ 3D Lemmings, Discworld, NHL 
"~~~^ Hockey and Pro Pinball 

d. More on VF3, tonnes of Saturn 
conversion news and loads more stuff 
that even we don't know about yet! 



Dearnewsie, 

I would be ever so grateful if you would 
reserve me a copy of that SEGA SATURN 
MAGAZINE thing by EMAP Images. Look, I've 
filled out this form and everything. Like 
thanks, chummo. 

NAME: 
ADDRESS: 



NIGHTS 



More features on this amazing game revealed! 



SEGA SATURN MAGAZINE ISSUE 8. 
OUT MAY 22. DON'T MISS OUT! 



giU 



aw 



#§ 



SEGA SATURN MAGAZINE USE 



' I DOLBY SURROUND I 



TO TEST ALL SOFTWARE 



GBMEPlay 



PRICE! CHOICE! QUALITY! SERVICE! 



THESE HAVE MADE US ONE OF THE LARGEST 
SUPPLIERS OF COMPUTER OAMES IN THE COUNTRY!! 




OUT OF THIS WORLD 

SATURN PACKS AT DOWN 

TO EARTH PRICES!!! 
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ETiniiBTiwcEHniiHvniEaaiM swifSiiKSiiEtiniEE null wmWs cmm Straw 
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COLUCT IT FkOM TOUB 

B Virtual Wwti-om Saturn & Sega Ra;;'' £279.99 

B Virtual Death Saturn 4 Vibtua Fgkteb 2 £274.99 

I B Virtual Spied Saturn S. Daytona £259.99 

■i Virtual Heaven Saturn & Panzer DhacOOj £259.99 

Virtual Ecstasy Saturn & Sega Rallv & V*o (■ gh~* 2 &V»toa Cof £344.99 

L Virtual Bomdom Saturn with no Gam: £239.99 
■ »UY AN U UAD AT THE SAME TIME AS A SATURN FOR JUST 1 1 6.99 
■ BUY A SECOND PAP AT THE SAME TIME AS A SATURN FOR JUST f 1 2.99 








Get ready ibr one serious See-Food Cocktail. 

it's GEXi'our'bug imincriing, 

"tongue-lashing alter-ego. Oh yeah, m got 
Hungry-Man portions of pop-culture 

obeese all right. Kith late night TV"f reaks 

/// 
like Gamera and Flatulence Man. Im 

i 

But its our special sauce— over 500 / S 



i'rom HBO" comedian Dana Gould— that give 

gex major attitude, so iorget about 



good taste. And go with the skanky bug 




HEW for 

Sega Saturn™ 

and the 

PlayStation'" 



dU jOUr instead. 



DYNAMICS 



Our goal is to try and preserve classic videogame magazines 
from years gone by before they are lost forever. 

Thanks goes out to all the people who make this possible. 
From the original editors and writers, 
to everyone involved in acquiring and digitizing these magazines. 



People interested in helping us out, in whatever way possible. 
Either by donating classic magazines, scanning, editing or distributing them, 
visit us at http://www.retromags.com 



We are only interested in preserving classic magazines 
that are at least S years out of print. 

We have no desire or intention to profit from these in any way. 
So please, if you come across people trying to sell these releases, don't support them! 



Thank You and ENJOY! 
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